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[57] ABSTRACT

A game for teaching the skills of geography and history
utilizing a map of the major continents of the world
having indicia representing the profiles of topographi-
cal or political bounderies of countries. Playing pieces
are provided for one to four players which match the
topographical or political bounderies of the countries
and indicia on each of the playing pieces identifies the
countries. The playing pieces defining the various
countries are placed in matching registry with the indi-
cia representing the topographical or political bound-
aries of the countries on the map. Game markers are

- provided for the players and a series of blocks surround

the map, indicia on the blocks comprise secondary di-
rections for movement of the game pieces, the primary
directions for movement of the game pieces being origi-
nated by a die or other chance indicator actuated pro-

gressively by the players.

4 Claims, 3 Drawing Sheets
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METHOD OF PLAYING A GEOGRAPHICAL MAP
GAME -

BACKGROUND OF THE INVENTION

}. Technical Field

This invention relates to games and game boards for
playing the games in which the game pieces comprise
physical representatlons of countries and the game
board comprises a map having indicia illustrating the
topographical or political boundaries of the countries.

2. Description of the Prior Art

~ Prior games and game boards of this type have used
maps having representations of topographical or politi-
cal subdivisions and game pieces of a similar design
having means for securing the game pieces to the maps.

See U.S. Pat. No. 610,628 wherein projectmg pins on
the game board register with openings in map sections
to be mounted on the board.

U.S. Pat. No. 2,004,241 provides a2 map on a game
board and game pieces representing states, the game
pieces having openings therein which require registry
with similarly shaped pro_]ectlons on the game board for
assembly thereto.

U.S. Pat. No. 3,711,966 uuilizes a map on a game
board and provides openings in the game board located
in each of the representations of political subdivisions
for the engagement of flags indicating specnﬁc locatlons

on the map.

U.S. Pat. No. 2,199,499 comprises a map of a country |

referred to as a pattern sheet having indicia identifying
areas of the country together with a plurality of sets of
individual playing pieces or cut-outs having similar
indicia as well as similar color to that of the map area to
facilitate matching the game pieces to the named and
colored areas of the map.

U.S. Pat. No. 3,495,833 discloses a multl-layer geo-
graphical puzzle in which a top layer of a multiple layer
game board is cut away in the representation of a conti-
- nent and shaped representations of countries of the
continent are provided for assembly in the cutaway area
of the game board. No indicia as to the continent or
country is present.

U.S. Pat. No. 3,767,203 provides a game board with
an upstanding shape representing the outline of a coun-
try and a plurality of bottles represent political subdivi-
sions therein, the bottles being shaped similarly to the
subdivisions and each provided a neck and cap and an
opening for registry with the cap and neck of another
bottle.

Finally, U.S. Pat. No. 4,194,305 discloses an articu-

lated travel and educational map with peel-off divisions.
A transparent envelope is provided in which the map

may be enclosed and the envelope is provided with a-

self-sticking adhesive so that the peel-off representa-

tions of the political subdivisions may be removably

affixed thereto.

The game of the present invention utilizes a inap of
the major continents. of the world and carries only indi-
cia representing the profiles of topographlcal or politi- 60

cal boundaries of the countries. playing pieces are pro-
vided which match the topographical or political
boundaries of the countries and indicia on each of the
- playing pieces identifies the particular country it repre-

sents. The map of the major continents of the world is
printed on otherwise illustrated on a game board and a

3

2

players’ positioning of game markers indicating the

players’ progress in the game. Additionally and impor-

tantly the game of the present invention utilizes playing
cards which are awarded to the players upon properly
placing the game pieces on the map in a predetermmed.
time, The playing cards preferably comprising four
groups, the first group carrying the indicia *“roll again”,
the second group carrying the indicia “weapon” and “S

" points”, the third group carrying the word “military”

10
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and the words ““2 points” and the fourth group compris-
ing the words “commander-in-chief’. These playing
cards control the players’ actions in protecting or con-
quering a country, as hereinafter set forth.

SUMMARY OF THE INVENTION
A method of playing a game for teaching the skills of

‘geography and history and utilizing a map of the major
‘continents of the world has playing pieces matching the

topographical or political boundaries of the countries
on the map and carry identifying indicia. A die or other
chance indicator is used by the players to advance game
markers around the game board on blocks carrying
indicia comprising instructions that must be followed by

the player. For example, the player’s marker lands on a

block carrying indicia “pick a country”, the player

* starts a timer, picks up a game piece and attempts to

30 . placed over its rightful position on the game board

35

locate the country on the game board map that matches
the game piece. If the country 1s located within a prede-
termined time, for example thirty seconds, the country

and the player receives one point. Failure to locate the
country in its proper position within the predetermined
time requires the game piece to be returned to a recepta-
cle which at the beginning of the game carries all of the
game pieces and the player receives no points. The same |

-~ procedure is followed by each player. For example, the
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border around the map includes a continuous row of

blocks, each of which has indicia thereon guiding the

second player rolling the die or the other chance indica-
tor advances his game marker on the blocks around the
map on the game board and if the game marker lands on
a block that says “pick two countries” the player is
allowed double the predetermined time to pick up a pair
of the game pieces and position them on the map. The
player is awarded one point for each correctly posi-
tioned game piece representing a country. Some of the
blocks on the game board carry the indicia “pick a
card” and when a game marker lands on one of these

blocks, the player picks up a card and holds it for mili-

tary operations or to sell or trade through negotiations.
There are a predetermmed number of four dlfferent
cards. These are “roll again” cards, “weapon” cards,
“military” cards and “commander-in-chief” cards. The
weapon cards each carry the notation “3 points” and

‘the military cards each carry the notation “2 points”.

These values are used when these cards are traded or
sold to other players.

In a specific embodiment of the invention there are
three “roll again” cards, ten “weapon” cards, fifteen
“military” cards and six “‘commander-in-chief” cards.

In order that a player can conquer a country, he must

have one “commander-in-chief’ card, one “weapon”
card and one “military” card and a rule of the game

provides that the player cannot conquer another coun-
try until he passes “start” (one of the blocks) or com-
pletes one full trip around the blocks on the game board.
If either of these requirements have been met, the player
lays down the three appropriate cards, one military, one
weapon, and the commander-in-chief card and informs
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the other players which country he wishes to conquer.

A player can conquer only one country during his turn
and gives up the right to roll the die or actuate the
random choice selector. To protect a country, the
player must have one mlhtary” card and one “weapon 5
card” and can set up a defense around any of the
countries he has successfully positioned on the map as
represented by the game pieces at anytime during play.
A country cannot be conquered by another player if it
is protected and a player protecting a given country can
change protection from anyone of his countries to an-
other at anytime during play. A tally of a players
| countnes may be kept.

" The game board and its map illustrates the topo-
graphlcal or political boundaries of the countries, the
game pieces match the topographical or political
boundaries of the countries of the map and indicia on
each of the playing pieces identifies the countries. The
playing cards are an essential part of the game as they
control the game and are awarded by the successful 20
positioning of the game pieces on the map representing
the several countries.

DESCRIPTION OF THE DRAWINGS

FIG. 1 is a plan view of a game board formed in 25
 accordance with the invention;
- FIG. 2 is an enlarged portlon of the game board of
FIG. 1 showing several game pieces positioned on the
indicia of the map on the game board and one of the
game pieces elevated with respect to its representation 30
on the game board,;

FIG. 3 is a composite illustration of four groups of
playing cards used in the game;

FIG. 4 is a representation of a necessary hand of
cards used in playing the game; and

FIG. § is a perspective view of a receptacle with
several of the game pieces positioned therein.

DESCRIPT ION OF THE PREFERRED
EMBODIMENT

By referring to the drawings and FIG. 1 in particular,
it will be seen that a game board generally indicated at
10 is dominated by the representation of a world map
including several continents including Greenland 11,
North America 12, South America 13, Europe-Asia 14 45
and 15, Africa 16, and Australia 17. Each of the conti-
nents is provided with indicia representing the topo-
graphic or political boundaries of the countries of the
continent, for example North America 12 has the repre-
sentation of Alaska 18, Canada 18, the United States of 50
America 20, and Central America 21. It will be ob-
served that in South America 13, a number of the
smaller countries are shown by rather small indicia and
that if desired two or more of these small countries can
be combined on a single game piece to facilitate the 55
accurate positioning of the game piece on the represen-
tation of the continent. The game board has a continu-
ous row of blocks 22 around the representation of the
maps with one of the blocks 22 carrying the notation
“starting block play” and an arrow indicating a clock-
wise direction. Each of the successive blocks 22 thereaf-
ter has an individual indicia including the following:
“pick a card”, “skip one block”, “go back one block”,
“pick a country”, etc., it being understood that the
players’ game markers, which can be of any desired size
and shape, are moved responsive to the rolling of the
die or the random numeral selector as the case may be
to the block indicated by the number on the die or the

35

65

15 1

4

selector and the instructions on the block then followed.
T,he game markers may be cubes.

By referring now to the first block following the
starting block 22, it will be observed that the indicia
calls for “pick a card” and it will be understood that if

a player rolling the die comes up with a numeral 1, he
m'ovés his game piece from the starting block to the first
block and follows the directions “pick a card” by pick-

~ ing one of the cards of the four groups of FIG. 3 of the
10

drawings. If he picks one of the cards marked “roll
again” he then gets another roll of the die or actuation
of the random number selector as the case may be and
assuming he comes up with a number that moves his
game marker to one of the blocks having the indicia
pick a country” he then picks a country 23 from the
receptacle 24 and starts a timer, not shown, or observes
a watch or a clock or any other time indicator and
attempts to locate the game piece 23 on its appropriate

- location on one of the representations of the continents

of the map of FIG. 1, for example if he picks the game
piece 23 carrying the indicia “Brazil” thereon he at-
tempts to locate the representation of the topographical
or political boundaries of this country on the map and in
particular the representation of the South American
continent 13. The game piece may indicate its continent.

By referring now to FIG. 2 of the drawings, it will be
seen that the game piece 23 carrying the indicia “Bra-
zil” is shown in elevated relation to the topographical

‘or political boundaries thereof on the continent of

South America and that a number of other game pieces

‘have been positioned on their matching boundary lines,
although 1in a number of instances, the names of the

countries which appears thereon in the game have not
been shown in FIG. 2 to avoid confusion. The country
game piece “Argentina” is properly identified by its
name and it will be understood that all of the countries
which comprise game pieces are identified by their
actual country names while the outline of their bound-
aries on the map are not identified.

As an example of the use of the playing cards in con-
nection with the movement of the game pieces herein-
before described, 1t will be seen in FIG. 3 of the draw-
ings that there are preferably three of the “roll again”
playing cards 28, ten of the “weapon’ playing cards 26,
fifteen of the “military” playing cards 27, and six of the
“commander-in-chief” playing cards 28, all as seen in
FIG. 3 of the drawings.

By referring now to FIG. 4 of the drawings a so-
called hand of the playing cards 28, 27, and 28 has been
1llustrated.

In playing the game for which the hereinbefore de-
scribed game board, game pieces, and playing cards are
necessary, the following rules relate to the game board,
game pieces, and playing cards and provide an example
of a game played thereon.

GLOBE
Rules of play

Family Board Game for Ages 9 and up.
Design

Globe has been designed to familiarize students of all
ages with the countries that make up each continent and
the continents that make up our world. Note: Six conti-
nents have been used. The seveth, Antarctica, has been
eliminated due to difficulty in positioning the continent
on the game board.

Equipment
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Game board, four game markers; thirty second timer;
thu'ty-four game cards; the country pieces and tally
scoring sheets.
Number of Players
Globe can be played by up to four people.
Object
The object of Globe is to accumulate as many points
as possible by: correctly placing countries to their

proper positions around the world within thirty sec-

onds; moving game markers around the game board,
and, by sellmg cards. The game ends when all the
countries are in their proper positions. The p]ayer with
the most points at the end of the game wins.

Note: Globe can also be played by using one or any
number of continents in a game.
Before play begins

6

mander-in-chief cards are kept in a players possession at
all times during the game.

To Protect a Country
A player must have one military and one weapon

card to protect each country from being conquered. A
player can protect any number of his countries with the
appropriate .cards during his turn. The cards used to
protect each country are placed on each country he is

- protecting. A player cannot conquer a protected coun-

10

15

- Before the game begins, all the countnes are placed

upside down in the box provided with the game.
To begin to play
- Tobegin to play, each player rolls the die. The player
with the highest roll starts the game. Play continues in
a clockwise rotation.
Pick a country blocks
When a player lands on a “pick a country block”, hé
picks up a country, the thirty second timer is started,

20

and the player attempts to locate the country on the

game board. If the country is located within thirty sec-
onds, the country is placed over its rightful position and
the player receives one point. If a player does not locate
its proper position, within thirty seconds, the country is

put back and he receives no points. Each country may

have its name printed on the top for easy identification.
If a player lands on a block that says to pick up more
than one country, the player is allowed thirty seconds
for each country to be currently positioned. One point
is received for each correctly positioned country. Any
incorrectly placed countries are put back. The player
who positions the last country on a continent receives

five points. In a few cases, several countries are con--

nected together and form one piece. If placed correctly,
the player receives one point per eaeh country on the
piece.
The Military and Weapon Cards

The military and weapon cards are used in any appro-
priate sequence_during play to reduce an opponent’s
points or protect a player’s own countries and pomts
Weapon Cards: |

Weapon cards are collected and used to protect or
conquer a country. They can be traded or sold and are
worth three points when traded or sold.”
Military Cards

Military cards are also used to protect or conquer a
country. They can be traded or sold and are worth two
points when traded or sold.
To Conquer a Country

A player must have one military, one weapon, and
one commander-in-chief card to conquer each country.
A player cannot conquer a country until he passes start
or completes one full trip around the game board. When

a player is ready to conquer a country, he lays down the
appropriate cards and tells the other players which

country he wishes to conquer. The player who posi-
tioned the country loses the points he received for posi-
tioning the country. A player can only conquer one

country during his turn and the player gives up the right

to roll the die. The cards used to conquer the country
are shuffled back into the remaining cards. The com-

30
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try. A player can change or shift protection to any of his

countries during his turn. A player cannot attempt to

protect a country after it has been conquered. The

country must be conquered and protected again.

To Conquer and Protect a Country
A player can conquer and protect a country all in one
turn. The player lays down the cards to conquer a coun-
try and at the same time places the appropriate cards on
top of the country he just conquered. Remember, a
player can conquer only one country during his turn,
but he can protect as many countries as he wishes as
long as he has the appropriate cards for each country.
Commander-in-Chief Cards
One commander-in-chief card is needed to conduct any
offensive military actions or negotiations. (Negotia-
tions involve the trading, buying, and selhng of cards
and is discussed below). The card is kept in the play-
er’s possession at all times and must be exposed dur-
ing any negotiations.
Negotiations
Each player in negotiations must have a commander-
in-chief card. Negotiations occur when one player
wants to sell, buy, or trade cards (with another player)

for military operations, such as protecting or conquer-

ing a country. The value of these cards were discussed
earlier. To buy cards, a player must give up points he
has accumulated during play. A player can only sell,
buy, and trade cards during his turn. The player simply
asks the other players if they wish to buy, sell, or trade |
cards. |

Hostage Taken Block

If a player lands on this block, he can only be released
by: (1.) Rolling a 6 on the die, a player continues to roll
during his turn when he is hostage; (2.) any other player
lands on one of the hostages released blocks.

The game heretofore described and illustrated is ver-
satile and educational, one or more continents and sev-
eral countries on the continents challenge a player’s
geographic abilities and introducing an element of mili-
tary action enhances the desire to win the game.

Although but one embodiment of the present inven-
tion has been illustrated and described, it will be appar-
ent to those skilled in the art that various changes and
modifications may be made therein without departing
from the spirit of the invention and having thus de-
scribed my invention,

What I claim is:

1. A method of playing a geographical map game
comprising the following steps: providing a game board
having a representation of at least one continent of the
world thereon, indicia on said continent representing
the profiles of polltlcal boundaries of countries thereon,
providing playing pieces matching the political bound-
aries of said countries and having indicia thereon identi-
fying the countries represented, providing a plurality of
playing cards comprising at least four groups of playing

~cards, at least one of said groups having instructions

“roll again™ and a point value thereon, at least another
group having the word “weapon” and a point value
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thereon, at least another group having the word “mili-
“tary”” and a point value thereon, and at least another
group of said playing cards havmg the words “‘com-
mander-in-chief” and a point value thereon, providing a
~ border of representation of blocks' around said represen-
tation of said continent, providing various instructions
on said representatlon of blocks formmg said border for
directing players to pick a playlng card or pick a coun-
try represented by a playing piece, prowdmg a plurality
of game markers movable on said representation of
blocks, providing a device for random choice of a num-
ber indicating the number of blocks a game marker is to
be moved on said blocks so as to determine the game
mstructlons appearing on said block, providing a timing
_dewce which times out when a predetermined time has
elapsed, actuating said random choice device to select a
number, placing a game marker on one of said blocks on
said game board as indicated by said random selected
number, starting said timing device and randomly se-
lecting and placing a game board piece on said game

5

10

15

20

board on the matching country indicia thereon if the

“instructions on said block so state, plckmg a playing
card from said pluralicy of playing cards if the instruc-
" tions on said block so state, determining a total based on
the number of game board pieces placed correctly on
matching countries on said game board indicia before
said time has elapsed and the total number of point
values of the playing cards picked up and crediting said
total to a player.
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2. The method of claim 1 wherein there are represen-
tations of at least two continents on said game board.

3. The method of claim 1 wherein several countries
are represented on several of said playing pieces.

4. The method of playing a board game with at least
one die having a number on each of its faces by a plural-

ity of players comprising the following steps: providing

a plurality of game board pieces representing countries,
. providing a plurality of game markers for said players’
use, providing a plurality of playing cards bearing titles
of military meanings and different point values, prowd-
ing a game board havmg a plurality of playing reglons

representing continents, each of said playing regions

further comprising a plurality of countries matching
said game board pieces, providing a plurality of blocks
on said game board bearing instructions, rolling said die

‘and observing the number rolled, placing a game

marker on one of said blocks on said game board as
determined by said observed number, starting a timing
device which times out when a predetermined length of
time has elapsed randomly selecting and placing a
game board piece on said game board on the matching
country in said playing region if the instructions on said
block so state, picking a playing card from said plurality
of playing cards if the instructions on said block so state,
determining a total based on the number of game board
pieces placed correctly on matching countries on said
game board before said predetermined length of time
has elapsed and the total number of point values of the
playing cards picked up and crediting said total to a
player.

x %X % x %
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